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OVERVIEW  -  The  mu 1 tipi#- course  layout  features  the 
sights  and  Bounds  of  racing  in  many  different  parts  of 
the  world,  including  Jaoain,  France ,  South  Africa,  Italy, 
Monaco,  Belgium,  Spain,  and  the  U.S.A.  The  realism  of 
the  racing  environment  is  intensified  by  the  wraparound 
action  of  the  3  screen*  {3  mail  tors  side  by  side).  TX-l 
was  created  by  Tatsumi  and  licensed  by  Najteo,  This  is 


an  enhancement  of  Pole  Position  with  many  new  features 
Available  as  a  sit-in  only. 

GAME  ACTION  -  The  play  begins  as  the  driver  crosfiee 
the  starting  line,  racing  against  the  clack  to  complete 
each  of  5  stages  within  it1®  preset  time  limit  (operator 
selectable)  and  continue  immediately  into  the  next.  At 
each  checkpoint  or  fork  in  the  read,  the  olayer  selects 
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TX-1  continued 

which  way  he  will.  go.  Depending  on  those  choices,  ha 
will  end  up  in  one  of  8  different  coun tries.  Bonus 
points  are  awarded  for  every  oar  oassed  and  for  the  com- 
nletion  of  each  stage*  If  the  r layer  is  good  enough  to 
cross  the  finish  line,  a  special  bonus  is  awarded  for 
each  second  remaining  after  crossing  the  finish  line* 

The  race  has  many  thrills  and  dangers*  At  intervals,  the 
scene  changes  from  d*y  to  night,  Depending  on  the  route 
selected,  the  player  Sneeds  through  city,  desert,  moun¬ 
tain  ranges  and  even  snow  country*  He  moves  uphill* 
downhill  and  through  the  trickiest  of  hairpin  curves.  And 
te  experiences  the  sensation  of  driving  through  a  tunnel 
Just  prior  to  the  and  of  each  stage.  The  steering  is  very 
realistic.  When  going  into  a  skid,  the  loss  of  steering 
causes  the  player  to  take  his  foot  off  the  accelerator 
until  he  regains  hi a  alignment  on  the  track*  Around  cor¬ 
ners,  he  must  brake*  downshift,  or  at  least  slow  down  to 
avoid  the  risk  of  losing  control*  Going  around  a  comer 
too  fast  or  turning  too  eharply  at  any  time  will  guarantee 
a  spinout*  Driving  off  the  side  of  the  road  will  almost 
certainly  cause  a  crash  into  something  (trees,  light 
poles,  etc*}  along  every  cart  of  the  course.  There  is  a 
high  score  table  for  each  of  the  8  tracks  and  a  Top  100 
overall.  When  entering  a  high  score,  a  car  on  the  screen 
turns  as  the  player  changes  the  letters, 

ORIGINALITY  -  Same  basic  idea  as  Pole  Position  but 
with  several  additions.  The  game  has  3  monitors  (left  to 
right!  a  speaker  under  the  seat  (new  for  a  driving  game), 
and  the  ability  to  spinout  rather  than  just  crash  into 
something.  (7) 

GRAPHICS  -  Much  mare  variety  than  Pole  Position  due 
to  the  one-way  route  to  the  countries  represented,  plus 
light  poles,  trees,  and  tunnels*  The  road  has  2  shades 
of  gray  which  alternate,  to  give  the  sensation  of  the 
speed  you  are  going*  Graphics  are  simple  but  adequate, 

(7) 

SOUND  -  Very  realistic*  Has  4* channel  sound*  Speak¬ 
ers  include  one  in  the  front,  one  each  on  the  left  and 
right  rear,  and  one  under  the  seat  (providing  vibration). 
The  sound  changes  when  you  go  through  tunnels.  Otherwise 
very  similar  to  Pole  Position.  (8) 

CONTROLS  -  An  accelerator,  brake,  steering  wheel, 
and  a  2-posit ion  gearshift.  The  accelerator  and  brake 
are  of  a  new  d«ign  (oner ate s  on  the  same  principle  as 
the  steering  wheel)  that  virtually  eliminates  the  possi¬ 
bility  of  breakdown*  as  is  common  in  Pole  Position* 

OPINION  -  Very  challenging*  Somewhat  the  same  as 
Pole  Position  but  with  enough  new  features  to  make  for  a 
different  and  fun  game.  You  can't  just  floor  it  all  the 
way  through.  You  must  skillfully  drive  and  slow  down  on 
the  curves.  It  isn't  easy  to  get  to  the  end  (I  didn't 
in  the  short  time  I  had  t*  play  it)  so  the  game  should 
hold  interest.  Only  the  best  and/or  most  experienced 
players  will  be  able  to  finish.  A  good  racing  game  is 
guaranteed  to  be  a  hit  and  this  on*  will  be  also*  Game 
will  sell  for  around  £6995  (thatfs  $7000  clue  $455  sales 
tax  in  California).  This  price  alone  will  guarantee  that 
the  game  will  not  be  everywhere  or  hardly  anywhere.  Will 
do  well*  but  not  quite  as  well  as  Pole  Position  because 
of  the  similarities  between  the  2  games* 

OVERALL  RATING  -  (8) 


EARNINGS  POTENTIAL  -  (5)  This  rating  would  be  higher 
except  for  the  purchase  price  of  the  game,  We  question 
whether  an  operator  would  make  a  profit, 

1Q-YARD  FIGHT  (Taito) 

OVERVIEW  -  1 1  ’  9  3rd  &  10*  The  crowd  is  on  its 
feet.  Cheers  fill  the  stadium,  "36-86-24,  Hat- hut- hut," 
The  ball  is  snapped.  You  grip  the  hard,  cold  pigskin  and 
the  game  is  in  your  hands.  You  scramble  Left  to  avoid  a 
flying  tackle  and  look  downfield*  A  receiver  is  open* 

Tern  pumn  for  a  forward  pass*  It's  complete  for  a  10-yard 
gain  and  a  1st  down!  A  computer  generated  football  game. 
Available  as  an  upright * 

GAME  ACTION  -  Each  level  [High  School,  College,  Fro, 
and  finally  Super  Bowl)  begins  with  the  player  carrying 
the  ball  from  the  kick-off  a*  far  up  the  field  as  he  can 
before  being  tackled.  It  is  then  let  and  10,  and  the 
player  has  up  to  4  downs  to  make  a  new  first  down*  You 
are  the  quarterback ,  choosing  the  time  to  receive  the 
ball,  then  running  with  it  or  going  for  a  forward  pass  or 
a  lateral  to  a  receiver  who  lets  you  know  he 'a  open  by 
waving  his  arms  (you  cannot  pass  unless  the  receiver" a 
arms  are  up  you  are  still  behind  the  line  of  scrim¬ 
mage).  If  the  pass  is  completed,  the  receiver  runs  as 
far  as  he  can.  If  the  pass  is  intercepted,  a  20- yard 
penalty  is  called.  The  game  starts  with  60  seconds  and 
the  clock  stops  when  the  play  Is  over  or  the  player  gees 
out  of  bounds* 

If  you  can  gain  at  leaat  10  yards  by  the  4th  down, 
you  automatically  receive  a  new  1st  down  and  6  or  10  sec¬ 
onds  more  time  on  the  clock*  The  quicker  you.  make  the 
1st  dewn  the  more  points  you  get.  If  you  don’t  get  10 
yards  in  4  downs,  a  penalty  of  10  yards  is  made*  Touch* 
downs  must  be  made  in  the  time  allotted.  Once  you  rake 
a  touchdown  you  can  get  the  extra  point  by  either  kicking 
or  running  with  the  ball.  There  are  2  halves  oer  level 
and  a  touchdown  ends  a  half*  When  you  are  tackled  by  the 
defense,  you  can  avoid  the  tackle  by  rotating  the  joy¬ 
stick  quickly,  but  you  can  only  use  this  technique  3 
times  per  down.  Pointa  are  awarded  for  touchdowns,  for¬ 
ward  passes,  kicking  plays,  running  plays  and  for  each 
second  you  are  carrying  the  ball.  8  playera  per  team. 

ORIGINALITY  -  Another  in  a  series  of  football  games, 
this  one  with  computer  graphics.  The  game  play  is  pretty 
good.  (5) 

GRAPHICS  -  Simple  but  adequate*  Screen  scrolls 
left/right  and  up/down.  After  each  play  a  referee  comes 
out,  and  if  appropriate,  calls  out  ?l First  Down"  or 
"Touchdown. H  (4) 

SOUND  -  There  wasn't  much  to  the  sound  but  it  was 
unique.  Running,  "hut-hut,11  and  the  crowd  sounds,  Noth¬ 
ing  copied  from  other  games*.  (5) 

CONTROLS  -  8 -way  joystick,  "forward  pass,"  and  "side 
pass"  buttons. 

OPINION  -  Even  though  I  like  football,  I  didn’t  like 
the  game  that  much,  I  do  think,  however,  that  the  game 
will  do  well.  Unfortunately,  it  came  out  after  the  regu* 
lar  football  season,  and  that  may  have  an  effect  on  the 
play, 

OVERALL  RATING  -*  (4) 

EARNINGS  POTENTIAL  -  (7) 
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JACKRABB1T  (Zaccaria) 

OVERVIEW  -  Hallo!  I  am  J ackrabbit.  I  like  carrots. 

I  am  really  hungry.  Will  you  help  net  Available  as  a 
dedicated  upright, 

GAME  ACTION  -  Ip  the  first  frame,  all  the  carrots 
mist  be  nicked  up  by  Jackrabbit,  being  careful  not  to 
fall  or  junto  into  the  holes  and  watching  for  the  enemies. 
In  the  second  frame*  the  screen  scrolls  to  the  left  and 
the  object  Is  to  get  to  the  right  edge,  picking  un  as 
many  carrots  and  bonus  fruit  along  the  way.  The  third 
frame  has  a  layout  similar  to  nQ-Bert11  and  the  goal  is 
the  same,  get  the  carrots  and  change  the  color  of  the 
square.  You  must  avoid  objects  being  thrown  down  from 
the  ton  (  exactly  as  in  "Zookeeper11 ) .  Then  you  return  to 
frame  one  where  the  action  is  the  same  taut  faster  and 
enemies  and  holes  are  added.  Enemies  include  snakes, 
cactus  *  bombs,  and  bears.  On  frames  one  and  three,  going 
off  the  screen  brings  you  back  on  the  opposite  side. 

There  doeen1!  seem  to  be  any  time  limit  on  the  first 
frame „  so  a  pleyer  could  stay  there  forever*  just  avoid¬ 
ing  the  enemies. 

ORIGINALITY  -  The  rabbit  Baling  carrots  is  original. 
Otherwise,  the  game  borrows  ideas  from  t,QrEertTh  irZop- 
keener* "  and  "Money-Money"  (another  Zaccaria  game).  Too 
much  copying,  (3) 

GRAPHICS  -  Average  quality.  Nothing  special.  (5) 

CONTROHj  -  Has  a  weird  4-way  joystick  (not  the 
standard  U  directions),  and  a  juror  button.  There  is  a 
delay  between  the  time  the  joystick  is  moved  and  the  time 
the  rabbit  moves, 

SOUND  -  Has  several  tunes*  not  the  same  music  over 
and  over  as  long  as  you  don't  lose  a  roan  (then  the  se¬ 
quence  of  tunes  starts  over  again).  Rabbit  jamming  sound 
and  bnmbs  exploding,  Except  for  the  music,  limited  sound, 

(5) 

OPINION  -  A  cute  game,  BUT*  games  that  require 
primarily  a  diagonal  movement  are  usually  doomed  to  fail¬ 
ure  because  it  is  difficult  to  get  the  joystick  in  the 
precise  direction  you  want  to  move  (it  is  more  critical). 
The  game  has  a  continuation  feature  but  it  cxily  works  if 


you  end  your  game  on  the  first  3  frames.  If  you  were  ^ 
good  enough  to  get  past  the  first  3  frames,  you  must 
start  at  frame  one  nn  the  next  play.  There  should  have 
been  more  than  3  boards.  Players  look  forward  to  seeing 
a  new  board  each  time  a  board  is  conquered, 

OVERALL  RATING  -  (6) 

EARNINGS  POTENTIAL  -  (2)  Would  have  done  better  as  a 
conversion,  but  again,  the  diagonal  play  would  liwit  it's 
appeal, 

FLASH: 
PAO  SHOW 
CANCELLED 

As  we  gn  to  press,  we  have  received  notification 
that  the  Pacific  Amusement  Operators  Show  scheduled 
for  April  6-8,  1984  in  Anaheim  HAS  BEEN  CANCELLED,  We 
hot*  that  this  notification  reaches  all  of  you  in  time 
so  that  you  donH  go  down  there  and  find  no  show. 

Please  notify  as  many  people  as  you  can  in  the  indus¬ 
try, 

Terry  Cunningham  of  Westco  Amusements,  sponsor  of 
the  show*  said  that  he  cancelled  the  show  due  to  the 
withdrawal  of  several  major  exhibitors,  Mr.  Cunning¬ 
ham  Plans  to  reschedule  the  show  in  the  early  fall. 

Since  we  are  now  unable  to  distribute  this  issue 
at  the  show,  we  are  Sending  this  issue  to  operators  in 
several  other  states.  to  keep  our  promise  of  a  circula* 
ticvi  of  2,000  for  this  issue. 


tokens 
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CALL  TOLL  FREE 

800-227-5813 

INCA  800-227-5814 

OR  408-625-5333 
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Quality  is  Our 
Family  Tradition  " 

HOFFMAN&HOFFMAN 

C ARM EL-BY-THE-SEA  CALIFORNIA  95921-0896 


4  TIN  STAR  (Taito) 

OVERVIEW  -  Zeke's  latest  adventure,  this  time  as  a 
sharp-shootin',  rootin'-  tootin'  Sheriff  out  to  tame  the 
Wild  West  in  the  days  when  nan's  best  friend  was  his  horse. 
On  the  side  of  law  and  order,  and  behind  the  "Tin  Star 
Gitalong  Zeke  rides  into  the  town  of  Cactus  Gulch  to  pro- 
tect  the  law-abiding  citizens  from  no- good  bandits  and 
varmints.  Available  as  a  dedicated  upright  and  a  conver¬ 
sion  (for  any  game). 

GAVE  ACTION  -  On  the  streets  at  high  noon,  Zeke  ar¬ 
rives  and  dismounts  his  horse.  He  must  shoot  his  way  out 
of  an  ambush  as  the  bad  guys  fire  at  him  from  the  roof¬ 
tops,  windows ,  doors,  and  the  street.  Barrels  are  rolled 
at  him  to  divert  his  attention  and  knock  him  flat.  Win¬ 
ning  against  the  ambush,  Zeke  enters  the  saloon,  where  he 
encounters  more  bandits,  hiding  behind  the  bar,  the 
piano,  and  at  the  windows.  He  can  score  double  points  by 
standing  on  top  of  the  table,  and  the  bottles  behind  the 
bar  can  be  broken  for  additional  points.  In  the  third 
scene,  Zeke  enters  the  K.O.  Corral  (inside  a  bam)  where 
a  brawl  is  in  progress.  Again  he  must  eliminate  the  ban¬ 
dits,  but  this  time  he  can  climb  one  of  the  ladders  to 
the  upper  level.  From  that  location,  he  can  shoot  down  to 
the  lower  level  and  is  safe  from  lower  level  bandit  fire. 
Zeke  gets  double  points  for  jumping  down  on  the  bandits. 
Finally,  there  is  a  2-second  bonus  round  in  the  desert 
where  lonesome  lawman  Zeke  can  double  his  score  by  shoot¬ 
ing  the  hombre  from  his  horse.  Subsequent  rounds  use  the 
same  sequence  of  screens,  but  the  action  gets  harder  and 
harder.  Keep  on  the  lookout  for  hidden  targets  for  bonus 
points.  Bandits  disappear  behind  obstacles  and  reappear 
elsewhere.  Good  luck.  Zeke  and  Cactus  Gulch  are  depend¬ 
ing  on  you.  Game  has  a  visual  indicator  at  the  lower 
right  showing  the  number  of  bandits  left  on  the  screen. 

The  game  we  played  started  with  5  men. 

nBTr.TMiT.TTY  _  Same  basic  idea  as  Front  Line  and  Wild 
Western  but  with  a  different  background.  Sound  is  origi¬ 
nal.  (7) 


GRAPHICS  -  Simple  but  good,  nothing  outstanding.  De¬ 
tail  on  faces  was  good.  (7) 

SOUND  -  Varied  music,  sounds  for  shooting,  breaking 
bottles,  hitting  bandits,  and  jumping.  All  except  shoot¬ 
ing  sounds  were  original.  (8) 

CONTROLS  -  Has  an  8-way  joystick  for  moving  Zeke,  a 
rotating  combination  shooting  direction  and  fire  button 
(like  Front  Line)  and  a  jump  button. 

OPINION  -  I  think  the  game  is  good  enough  to  create 
player  interest.  I  enjoyed  playing  it. 

OVERALL  RATING  -  (?) 

EARNINGS  POTENTIAL  -  (6)  dedicated. 

(8)  conversion. 


The  purpose  of  our  reviews  is  to  aid  you  in  your 
buying  decisions.  We  don't  claim  to  be  all-seeing  and 
all  knowing  as  far  as  how  well  each  game  will  do,  but  we 
WILL  give  you  an  honest  evaluation.  Our  reviews  and 
ratings  are  independent  of  any  advertising  and  will  never 
be  inflated  to  encourage  advertising  in  our  publication. 

Our  video  game  reviewer  is  Troy  Kindred,  age  20.  He 
is  the  world  record  holder  on  "Happy?  was  a  member  of  the 
1983  Northern  California  Video  Game  Team,  and  works  in  an 
arcade. 

A  message  to  the  manufacturers  reading  our  reviews: 
If  you  have  a  good  game  we  will  say  so  (and  we  sincerely 
believe  that  you  try  to  produce  good  games).  But,  if  we 
don't  feel  a  game  is  good,  we  owe  it  to  our  readers  to 
say  so.  Look  at  it  this  way,  unless  an  operator  makes  a 
profit  on  a  game,  he  doesn't  have  money  to  buy  additional 
games  (quite  possibly  one  of  yourB).  This  effect  snow¬ 
balls  so  several  sales  can  be  affected  over  a  period  of 
time.  And,  too  many  wrong  choices  may  mean  one  less  cus¬ 
tomer  when  the  operator  goes  out  of  business.  So  an 
honest  review,  even  if  rated  low,  is  good  for  everyone, 
ESPECIALLY  YOU,  the  manufacturer. 


Tired  of  waiting  for  games  to  come  back| 
from  the  repair  shop? 

Annoyed  at  costly  down  time 

Let  TOP-NOTCH  SERVICES  come  to  your  locati 

AND  SERVICE  YOUR  AMUSEMENT  GAMES. 

WHY  TOP-NOTCH? 

PARTS  IN  STOCK  FOR  MOST  REPAIRS 

MOST  SERVICE  COMPLETED  OR  SITE  IN  ONE  DAY 

ABSOLUTELY  THE  HIGHEST  QUALITY 

PREVENTATIVE  MAINTENANCE  PROGRAMS  AVAILABLE 

SEMINARS  BEGINNING  IN  MAY  GEARED  TOWARD  SMALL 
AND  LARGE  OPERATORS 

90  DAY  WARRANTY-EXTENDABLE  TO  ONE  YEAR 

Bargain  Service  Specials-Call  for  our  FREE  NEWSLETTER 

TOP-NOTCH  SERVICES 
408-395-4443  Los  Gatos  Pose  Qff.™  Bo*  ass 

408-993-0900  San  Jose  Sanca  Cruz.  California  95061 


We  have  cancelled  our  membership 
in  an  organization  that  promotes  bet¬ 
ter  business.  We  have  just  been  told 
that  we  cannot  tell  you  that  we  are  a 
member  (even  though  before  we  joined, 
we  were  told  that  we  could  do  so  as 
long  as  we  didn't  use  their  logo). 

We  cannot  tell  you  the  name  of  the 
organization  in  this  article  because 
AGAIN  they  say  we  cannot  tell  you  we 
AREN'T  A  MEMBER  without  risking  legal 
action  from  the  organization  for  "in¬ 
fringement  of  copyright. "  We  find  it 
hard  to  believe  that  there  is  an  or¬ 
ganization  that  solicits  membership 
from  business  for  financial  support 
(we  paid  over  $100  for  one  year),  and 
then  absolutely  prohibits  it's  mem¬ 
bers  from  telling  whomever  they  want 
of  their  membership  or  even  the  lack 
of  membership.  We  will  have  no  part 
of  an  organization  with  what  we  con¬ 
sider  UNREASONABLE  rules. 

We  are  still  "registered"  with 
this  organization  (registration  is 
NOT  membership)  and  you  are  welcome 
to  call  it  and  get  a  report  at  any 
time  (should  you  get  any  negative  in¬ 
formation  of  any  kind,  please  let  us 
know  -  with  their  attitude,  we  MAY 
get  a  negative  report  because  of  our 
membership  cancellation). 

We  still  support  the  principles 
of  the  organization  as  it  relates  to 
the  proper  conduct  of  a  business. 

We  do  NOT  support  the  above-mentioned 
attitude. 
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SERVICE  HOTLINES 

The  foil owing  telephone  numbers  hare  bean  established  by  game  manu¬ 
facturers  for  the  purpose  of  providing  you  with  guidance  in  repairing  your 
gamea.  The  800-  numbers  are  toll-free  and  are  for  SMVTCE  ONLY*  Please 
avoid  using  800*  numbers  for  other  types  of  calle ,  so  that  those  needing 
service  assistance  can  get  it  easily * 


Atari 

B*1 ly /Fidway ( Vide  o ) 
B*1 ly fy id v*y (P iritall } 
Bhuiae  Int. 

Cal  -Onega 
Centuri 
Cinenaatronics 
Data  East. 

Digital  Controls 
Pynarn 

Eastern  Micro  Elect. 

Electro- Sport 

Entente ah 

Exidy 

Funai 

Greyhound  Electronics 


800-538-1611  (x  U) 
000-526- 3049  fx  NJ) 
408- ?4  5-7900 

201*469- 

800-^3-7182  (i  ILJ 
312-451-0700 
800-323-3555  (x  ID 
312-45^9200 


609-327*771  0 

(x 

FU 

305-578  -5?GL 

eoO-0  54-2666 

(x 

ca; 

619-562-7000 

800-538-51 S9 

U 

CA  1 

408-727-4490 

800-441-3332 

fl 

GA> 

404-441-3312 

000-527-6054 

(  x 

Tit) 

214-641-4266 

800-624-0055 

(x 

NJ) 

201-469*969 h 

000-367-1035 

(x 

CA) 

714-979- 1  550 

000-528*1409 

£* 

AZ) 

602-968-  7404 

800-530-040^ 

(x 

CA) 

408-714-9410 

21  >921- 1055 

800- 222-04?  1 

U 

KJ) 

201-341-5200 

I.C.E. 

Interlogic 
Kiddie  aides.  U.S.A. 

Konartai 
Myl s  tar 

Kancc  Aflrrica 

Hichibutsu 
Nintendo 

No. 

Sega 
Sims  trefc 
SMS 

SfiK  Electronics 
Stem 

Taitc 

Universal 

Venture  Line 

Vilhms 


000-342-3433  {x  BY) 
7 16-69  V9  535 
312-671-0305 
800-551-0000  (x  IaJ 
119-326-6467 
Call  distributor 
800-323-9121  (x  ILJ 
800-942-1620  (3L) 
800-538*1610  (x  CA) 
400-745-7600 
21V  39 1-6776 
800*633-3236  U  WA) 
2  06-882- 2040 
800-622-435?  (x  XL) 
309*708-0135 

See  Kally /Midway 
in  bank  matey 
800-221-0138  (k  NJ) 
201-295-27?? 

213-539-2744 
800-621*6424  {x  3L} 
312-981-9600 
000-32  3-0666  {*  ILJ 
312-961-1000 
BOO- 538-7548  (x  CA) 
408-727-4591 
000-528-1442  (x  At) 
602-437-1054 


80D-62U1253  (x  IL) 
800-573*1234  (11) 

listing  accurate  as  of  4-1-04.  Pleas#  let 
ua  lcn™  if  you  encounter  any  changes. 


(Zsccaria)  800-262-4700  (x  CA) 
41^341-5200 
800-482-6832  (x  CA) 

6 19-438-771 4 


American  Antiaeifieri  t 


CALENDAR 


Auril  6-8,  1984 

PACIFIC  AMIISEFErUTn0PERATaR»S  GHCV 
EdsnftfiaH<£  fit  ztolV^D&heiri,  Calif* 
(415r35  5-6691 


11-12,  19^4 

CAUF0BKIA  COIN  MACHINE  ASSOCIATION 
CONVENTION 

industry  Hills  Sheraton  Resort 
City  of  Industry,  California 
(916)  441-5451 


THANK  YOU 


We  would  like  to  take  this  sn&ce 
to  recognize  MIKE  KLUG  for  all  he  did 
to  make  Video  Games  Express  a  success. 

From  his  game  reviews  to  all  the 
hours  he  scent  assembling  each  of  our 
first.  4  issues  ,  his  efforts  should  he 
publicly  noticed.  Without  his  efforts 
Video  Games  Express  wouldn't  be  what 
it  is  today* 

THANK  YOU!!! 


$59  PER  THOUSAND  DELIVERED 

☆  25  DELUXE  TOYS  IN  EQUAL  MIX 

☆  MULTICOLOR,  SNAP-LOCK  SHELLS 

☆  ACCURATE  COUNT  OF  FILLED  EGGS 

☆  FAST  &  FRIENDLY  SERVICE 

CALL  US  COLLECT  TODAY ! 

★  A*********-*****-*******-***** 

CUP  THIS  coupon: 

■?&  SEND  FOR  FREE : 
"NEST  OF  EGGS” 

it  LIMIT  1  SAMPLE  OFFER  PER  CUSTOMER  * 

A-***************#*********** 

INNOVATIVE  INDUSTRIES,  INC. 
Highway  71 A  South 
Carthage,  Missouri  64836 
(417)  358-6891 


* 


UPGRADE  YOUR  PAC-MAN  OR  MS. 
PAC-MAN!  This  new  conversion  gives  play¬ 
ers  a  Choice  between  the  original  game  and  the 
Taster,  more  cha  enging  EXPERT  LEVEL  Guar 
anteea  to  increase  collections!  Game  i^nots  and 
instructions  included  Five  minute  installation 
Write  ro?  free  information  or  send  S79  per  k>t 
to  WBN  Electron  cs  Dept.  5,  262  Courtland 

St.  Patresville,  Qhto  44077  fin  Ohio  add  5S^ 
sales  tax) 


For  Sale 

Coin  Amusement  & 
Cigarette  Vending 
Company 

in  U.S.  Virgin  islands.  Gross  sales 
S^OOO.OOOt.  ,30%  of  volume  is 
cigarettes.  NO  Federat  Tax  Stamps 
required.  Owner  will  stay  on  for  tran¬ 
sition  period.  Possible  part  owner 
financing, 

TOTAL  SALES  PRECE: 
$995,000.00 

Richard  L.  Laiben 
Real  Estate  Consultants 
P,Q.  Box  216 
Crystal  City,  M0  83019 
(314)  337-1666 
1809)  774-2400 


VS.  TENNIS  (Nintendo) 

OVEKVIEU  -  A  new  and  unique  id#*  In  video  games  which 
is  sure  In  be  cooled  toy  others*  A  tennis  game  with  2 
monitors*  VS*  TPfNIS  can  be  clayed  by  1-player  ve*  the 
computer*  1-player  te,  l-player,  2-players  vs*  the  comput¬ 
er  {doubles) t  and  2-players  vs.  2-olayers  (doubles)*  Or 
2  separate  and  independent  games  can  be  played  against  the 
cnmnuter  (either  1  or  2  players  each)  at  the  sane  time* 

In  a  game  matching  olayer(s)  vs,  player(s),  each  side  uses 
one  of  the  2  screens.  When  playing  this  way*  each  side 
has  a  frontal  view  of  the  tennis  court  fr<wn  the  tennis 
player's  perspective,  and  Is  actually  playing  against  the 
other  player  or  team.  Available  as  an  upright  (2  monitors 
side  by  side)  or  a  sit-down  (HOT  a  sit-in)  with  the  moni- 
tors  bach  to  back  on  a  45-degree  angle,  Nintendo  plans  to 
make  a  new  sports  game  (conversion)  available  every  3-^ 
months,  the  neat  one  being  "VS.  BASEBALL,*' 

CONTH^LS  -  We  are  explaining  the  controls  nfw  to  make 
it  easier  to  explain  the  game  action.  Each  player  has  an 
fUway  Joystick  which  is  used  to  move  the  tennis  player  a- 
round  the  court*  An  “A™  button  will  serve,  ground  stroke, 
volley,  or  smash*  The  nEn  button  will  lob*  There  are  4 
sets  of  controls* 

GAME  ACTION  -  To  start  clay*  each  player  deposits  1 
coin,  and  then  pushes  one  of  4  color-coded  buttons*  depend¬ 
ing  on  how  they  wish  to  play  (see  Overview  above).  The 
game  begins  by  automatically  tossing  the  ball  for  service* 
The  game  player  pushes  the  14 A"  button  to  serve  (it  will 
serve  automatically  on  the  4th  toss).  Then  one  of  the 
players  (or  the  computer)  will  attempt  to  return  the  ball* 
Scoring  is  the  sane  as  in  regulation  tennis  ( 15- 30- 40-win) 
including  the  requirement  to  win  by  2*  The  game  ends  for 
a  player  or  a  team  when  3  games  are  lost  by  the  player. 

The  winning  olayer(a)  in  2  or  4  player  games  vs.  each  other) 
can  continue  playing  against  the  computer  or  the  losing 
player(s)  can  insert  more  coins  and  continue*  This  is  not 
the  easiest  game  to  explain  because  of  the  numerous  op¬ 
tions  available*  It's  easier  to  play* 


ORIGINALITY  -  The  first  tennis  game*  Several  things 
stand  out:  playing  against  the  computer  or  another  player 
vith  the  view  as  if  you  are  playing  it  in  person,  and  tip 
to  4_nlajer  ctttjpetitinn,  (8) 

GRAPHICS  -  Hot  much  to  them.  The  crowd  looked  more 
like  an  ocean  than  a  crowd  (and  no  movement).  The  referee, 
who  turns  hi*  head  as  the  ball  moves*  io  a  nice  touch,  (4) 

SOUND  -  Not  much*  The  ball  going  back  and  forth  and 
a  very  short  tune  at  the  end  of  the  match.  Admittedly 
there  aren't  many  possibilities  for  sound,  but  more  could 
have  been  provided,  such  as  the  referee  calling  out  the 
'faults1*  and  whether  the  ball  wa£  in  or  out  nf  bounds  in- 
printing  it  on  the  screen.  No  real  effort 
at  all  in  the  sound  department,  (3) 

OPINION  -  The  best  part  of  this  game  is  the  direct 
mpatlUon  aspect,  coupled  with  the  2  monitors*  This 
game  ia  really  tvn  separate  games  in  one  cabinet,  but  with 
the  capability  of  being  one  competitive  game  at  the  option 
of  the  players* 

OVERALL  RATING  *  (?) 

Ef*5WI*IGS  POTENTIAL  -  Should  do  well  in  meet  locations, 
(7)*  If  conversicwift  are  good  games  and  the  operator  makes 
the  conversions.  (9) 


PUNCH -OUT  (Nintendo) 

OVERVIEW  *  Fight  your  way  to  the  championship  title 
against  the  World  Video  Boxing  Association's  top  ranked 
contendere,  Meet  masters  of  the  glove  from  around  the 
globe...  like  the  up-and-coming  Glase  Joe  or  the  gutey 
Balri  Bull*  Only  a  knockout  before  the  clock  runs  out 
will  keep  you  in  the  running  for  a  chance  at  the  Champ 
himself ,  the  mighty  Mr,  Sandman,  Defeat  him  and  the 
title  is  yours  -  for  as  lcxig  as  you  can  defend  it!  It's 
the  fight  of  the  century  and  Punch-Out  puts  you  in  the 
middle  of  the  action  against  six  of  tte  meanest,  tough¬ 
est  boxers  of  all  time.  Let's  keep  it  clean  and  come 

continued  on  page  14 


CORRECTION 

In  the  review  of  "Marvin's  MAze'1 
in  our  last  issue,  we  remarked  that 
the  game  we  had  played  had  an  8-way 
joystick  that  made  the  game  hard  to 
play*  We  then  commented  that  5  NT 
supplies  the  Joystick, 

SNK  deep  supply  a  joystick,  hut 
a  4-way  Joystick,  It  appears  that 
the  person  who  converted  the  game 
didn't  chann^  the  joystick  fror  the 
previous  game* 

This  is  a  case  in  point.  When 
the  manufacturer  makes  a  kit,  they 
supply  those  parts  that  will  be  need¬ 
ed  for  proper  game  play.  Install  all 
the  part*,  don't  try  to  cut  comers* 
Not  changing  the  joystick  has  probab¬ 
ly  cost  the  arcade  a  substantial  sum 
of  monev  in  Inst  revenue*  Haste 
makes  waste. 


Video  Games  Express  is  published 
monthly  in  San  Jose,  California. 
Subscription  rates  I15-0C  for  12 
issues*  Back  issues  are  St. 50  each. 
Address  alt  correspondence  to:  Video 
Games  Express,  F*0*  Bax  1936,  San 
Jose,  CA  9510b,  (408)  279-1122. 


ThdC  is  only 

ON  E  WAY  to  convert  a  game... 

perfectly.. 


TOP-NOTCH  SERVICES  does! 

CONVERSIONS  DONE  IN  YOUR  LOCATION 
90  DAY  WARRANTY  ON  CONVERSIONS* 
QUALITY  AND  RELIABILITY  ASSURED 


MR.  DO’S  WILD  RIDE 
$895 


MAJOR  HAVOC 
$1195 


SPACE  ACE 
$1545 


Other  conversions  available. 

Call  for  complete  price  list. 
*Ejitendable  to  one  year. 

408-395-4443  Los  Gatos 
408-993-0900  San  Jose 


THE  GLOB 
$495 

-NOTCH  SERVICES 

Post  Office  Box  3BO 
Sants  Chjz,  California  EHESOSi 


TECHNICIAN’S  CORNER 


CAME: 


SUB.  I  ECT  : 


H.-j  r  i  u  Bros, 


flai  ii /C  rod  it:  Problems 


Recently  we  have  received  reports  that  there  may  be  a  problem 
an  Mario  Bros,  with  receiving  credit  after  inserting  coins. 

Tlu-se  reports  have  been  mainly  with  the  Nintendo-Pak  '  ,  due 
to  the  1  ac  i  that  on  our  previous  games  the  timing  of  the  coin 
switch  closure  was  not  critical  i  whereas  on  Mario  Bros,  the 
t  .i  in  i  ng  is  c  r  i  1  Leal.  Marry  times  this  may  be  resolved  by  just 
ad  [listing  the  coin  switch  actuator  wire  such  that  it  "makes'’ 
just  ne  the  tnin  starts  to  come  out  of  the  mechanism.  This 
allows  for  a  greater  amount  of  closure  time.  IF  problems 
:  ■  fn  s  t  i  n  m  ■  i  wc  have  a  modified  version  of  the  main  operating 
program  avail  able  through  our  distributors  which  decreases  the 
required  amount  of  lime  of  switch  closure?  from  32-48  ms  to 
lb- 32  ms.  After  these  measures  are  taken*  you  should  experience 
t  rouh  E  e  —  f  ree  opera  Lion  of  t  1  j  t  coin /credit  circuits* 

Fhc  pa r t  number  for  this  modified  program  is  THAU- 21 -05 ,  and  as 
mentioned  before,  it  is  available  through  our  distributors* 


It  has  come  to  our  attention  that  there  is  a  problem  with  the 
model  ^733  A  coin  selector  in  that  a  nickel  or  a  penny,  if 
flipped  through  the  entry  just  right,  will  continue  through  the 
mechanism  and  establish  credits. 

The  Solution  to  this  problem  is  to  add  two  small  metal  pieces 
to  the  selector  as  shown  in  the  accompanying  drawing*  These 
pieces  are  available  at  no  charge.  The  threaded  holes  in  the 
selector  is  an  M3  X  A MM  siAfi. 


GAME : 


Donkey  Kong  Junior  T Donkey  Knng,.  Radar  Scope 


Sl/B J EC T :  Upper  Coin  Door  Hinge 

It  has  been  brought  to  out-  attention  that  a  flattened  straw 
or  similar  obiert  can  be  passed  through  the  center  opening 
In  the  upper  h Inge  *  If  th  e  oh  J  e  c  t  ma  k  e  s  c  on  tact  with  t  he 
r thin  switch,  it  can  be  used  to  run  up  multiple  credits. 

The  solution  3s  to  block  the  opening  with  a  flange  made  of 
wood  or  metal.  This  flange  should  be  mounted  to  the  inside 
of  the  cabinet  and  can  be  obtained  from  us  as  A  retrofit 
kit. 

This  problem  is  present  in  all  Radar  Scope  upright sw  Donkey 
K  in  c,  u  p  r  i  gh  t  s  a  rid  c  a  r  1  y  Don  k  c  y  Kong  Junior  uprights. 


SUBJECT; 


Video  Wrap  Around  on  Left  Side  of  Eicturc 


Wc  have  recently  received  a  number  of  service  calls  con¬ 
cerning  the  wrap  .i round  or  Fold  over  of  the  picture  on  the 
IcIC  hand  side  of  the  monitor.  In  most  eases  the  problem 
iriiiv  ho  solved  hv  replacing  capacitor  C407  on  the  main  monitor 
Ptl  hoard.  This  is  located  just  to  the  left  of  the  high 
vc!  tiii'.u  cage  who fi  viewing  from  the  rear  of  the  monitor.  The 
value  of  this  capacitor  is  10  microfarads  at  L6Q  volts  (of 
course,  iiuv  i  mac  i  tor  of  3  0  microfarads  with  a  voltage  rating 
h  iy-ber  will  wort  a  I  so)  . 

f  si  i  s  capacitor  J  v  connected  between  ground  and  the  R+  supply 
3  the  vof-rirai  output  i  r.rns  I  senrs ,  so  if  this  capacitor 
1  i  ,  .utfiH’t-.  leak'-  it  dues  mu  allow  lull  vertical  deflection  of 
ii.  m-ri'im;  r,  mnseijucnt  I  v  H  vmi  gc  i  video  in  forma  l  ion  imposed 
ivec  the  other  (wrap  a round 1 . 


CAME : 


SUBJECT 


Nintendo' 


SERVICE  DEPARTMENT 

Donkey  Kong  Junior 

Model  "/IGA  Coin  Selector 


CAME: 


SUBJECT: 


Donkey  Kong,  Donkey  Kong  Junior,  f'opeye,  Mario  Bros, 

D< i  ok v y  Kong  j 


Si  aits  Switch 


|  In  order  to  prevent  the  accumulation  of  free  credits  bv  kicking 
f i he  coin  door,  a  slam  switch  should  ho  added. 


In  all  cases  the  switch  (a  "normally 
should  be  mounted  on  the  coin  door, 
slam  switch  to  the  brown  wire  on  the 
other  side  of  the  slam  switch  should 
which  wil L  he  run  through  the  wiring 
At  this  point  the  installations  vary 

Donkey  Kong : 


open'"'  weighted  reed  switch) 
Connect  one  side  of  the 
coin  switch  (ground)*  The 
he  connected  to  a  wire 
harness  to  the  CPU  board. 

I  ltF  the  five  (5)  g-aniE'H* 


TKG2  a iid  TKG'1;  Attach  tts  Test  Point  ft,  at  board 
coordinates  ;u, , 


TKG4:  Attach  to  Test  Point  2- RESET,  at  hoard 
coordinates  1L. 

Donkey  Kong  Junior: 


Attach  to  Test  Point  2 -RESET,  at  b^ard  coordinates;  IT, 


Pop eye: 

Attach  to  Cl  3  {hlA  F  electrolytic  capacitor),  ,r+”  side, 
at  hoard  coordinates  2N* 

Mario  Bros* : 

Attach  to  C58  (100  l’/ffcleetrplytic  capacitor),  "+’1  side, 
at  hon r d  c on r d i n at  es  4 V . 

Donkey  Kong  1 : 

Attach  in  G2S  (T0Q/^F  n  lent  rol  vtic  capacitor),  "+"  side,, 

at  I  m  3-j  r  H  c  nord  f  n  a  t  os  J I  . 


GAME: 


DnnkfV  Kdng 


SUBJECT:  Stntfc  Problems 

II  has  route  to  «ur  .ilunt  ion  that  static  electricity  can 
ciiust1  p  rub l ems  with  the  electronics  in  our  game  *  Typical 
problem*  Include  flipping  of  the  picture*  garbage  On  the 
screen  nr  loss  or  moving  objects.  Turning  the  game  off 
and  thRo  back  un  will  cute  this  problem. 

To  attempt  to  prevent  this  problem  we  suggest  two  (2) 
modif  leaf  1  ons  wit  Lch  should  be  mude  at  the  same  time. 

1)  Increase  the  grounding  system  to  the  coin  door  and 
control  panvl *  Run  a  ground  wire  from  the  coin 
mvchs  and  the  control  panel  ground  to  the  power 
switch  plate  at  the  rear  of  the  cabinet.  It  is 
imp.i3T.int  to  keep  these  wires  ,tb  abort  as  possible. 

2)  Add  A  capacitor  to  the  CPU  Board.  Use  a  .1/ffd 
ceramic  disc  with  a  voltage  rating  above  3  volts. 
For  TKGZ  and  TKG3  boards  the  IC  location  is  3M. 

For  TRGi  hoards  the  location  Is  SH.  In  both 
case1;  the  capacitor  ties  between  pin  IS  and  pin  8, 
Thin  should  reduce  noise  being  induced  onto  the 
reset  I Ine. 

If  these  modifications  do  not  prove  satisfactory*  there  is 
an  added  circuit  which  can  he  used.  This  requires  additional 
components  which  are  available  at  any  electronics  store. 

A  schema  Mr  of  this  circuit  follows. 


nfoa  4*0  l  FOoB  HMDkt 
CPU  Kurd 


> 


GAME : 


■HU  tirm 


Radarstoptt  Donkey  Pong,  Dotikev  Konp  Junior 


SUBJ ECT :  Interchange aM i 1 1  y  of  Hybrid  IC*s  in  Foyer  Supplies 
P  F  7  A  ■  ill- 1 0001  :■  P  ?  ■  E  i  j  5  -  K~~~ 

1)  Dug  to  a  lack  of  .-avail  ability  of  Hybrid  IC  3D--10Q0.  W(?  wish  t  u 
inf ara  yo„  th«  the  IC  3P-100I  ««  b*  used  in  placi  of  the 
Jj  1  noil  with  on.  '  1  n  t.1  r  mod  ii  icat  ions  tu  th'1  power  supply 
circui t ing. 

To  replace  a  3D-J0GQ  in  the  PP7A  +  5V  circuit  (Id),  add  a 
polyester  capacitur  (,luf/SOV)  across  VR2  (2k  poij.  Also  add 
an  electrolytic  capacitor  (lOuf/lhV)  between  pin  10  (+aide) 
end  pin  II  (-sidcj  of  the  3D-1303. 


2)  To  replace  a  3D- l 000  In  a  PP7A  -5V  circuit  (IC2) ,  add  an 
electrolytic  cafuu  Uoi  (10uf/!M  i  between  pin  10  (■•'SfdeJ 
A  pin  11  {-side*  of  the  3D-T0Q1 . 


Should  you  e nc q u nt r  a  problem  which  is  not  covered  by  these 
bullet  -  ns .  or  should  vou  have  any  questions  concerning  the 
information  contained  in  these  bulletins,  please  feel  free  to 
call  one  of  the  numbers  below  and  ask  for  Wayne,  Rob  or  Tori, 

We  Hill  make  every  effort  to  help  you  find  a  solution  to  any 
problem  you  experience  with  Nintendo  of  America's  product  line. 


GAME :  Donkey  Kon^,T  Radar  Scog^ 

SUBJECT:  Fr  ven  and  Scrambled  Screen  Problems 

^  h-V«  found  that  a  i^reat  deal  of  the  time  the  above  problem 
is  i.aused  by  sockets  on  the  CPU  Board  intermittently  losing 
connection  to  the  EPROM’s.  To  remedy  this  problem,  replace 
the  sockets  with  a  type  that  makes  contact  with  the  pins  on 
the  tde,  as  opposed  to  the  edges.  This  problem  is 

f i>und  un  Che  four -board  sets  TKC2,  TKC3,  and  TRS2 .  Chip 
Locations  nre  5F*  3C ,  3H  and  5K.  We  suggest  that  you  replace 
these  sockets  only  tn  the  event  this  problem  occurs* 


1-BDO-B33-3236 


1-aO0-BB2-2Q4O 


TECHNICIAN’S  CORNER 

GAME:  GIK.  KRAM*  SPACE  DUNGEON ,  ELECTRIC  YQ-YO,  jOCi  KEEPER , 

,-V  •  ,  •  i  i  WILD  WESTERS.  JUNGLE  U'-'M  *  FRONT  LIKE,  LI  L  7.V  :  ' 

ACTION 

SUBJECT -  POWE7  SUP PL V  BRIDGE  ftfcXTiriER  (BRl)  HEAT  SlKK  KIT 


TAffd 


9 


GAME:  ICE  COLD  BEEF  t  LUKE ' £  FL-V 


EE  SUPPLY  4^  VOLTS  IS  RINGING  tOSCTLLATI KG I 


SOLUTION:  REMOVE  BRl  FROM  POWEL;  SUPPLY  HOARD  AND  MOUNT  BRl  ON  A 
SEPARATE  HEAT  SINK,  THIS  WILT  ALLOW  BSi  TO  DISSIPATE!  ITS  HEAT 
AMAY  FORK  THE  FT  FUSE  HOLDER. 


SYMPTOM:  ONLY  THE  MOTOROLA  LM323K  PECULATOR  X.C.  IS  SUBJECT  TO 
AN  OSCILLATION  OP  RINGING  ON  7H1  INPUT  BYPASS  CIRCUIT.  THE 
NATIONAL  LK323K  IS  NOT  AFFECTED,  7 Hi.  OBSERVABLE  SYMPTOM  OF  THE 


PARTS  NULLED:  1  HEAT  SINK  KIT  PART  NO.  03-00033-001 

HEAT  SINK  COMPOUND  (SILICON  GREASE) 


OSCILLATION 
THE  +5  VOLT 
OCC USING  AT 


IS  ERRATIC  OPERATION  OF  THi!  GAME.  AMD  UPON  MEASURING 
SUPPLY j  IT  WILL  BE  LOW  OR  DEAD,  THE  OSCILLATION  IS 
ABOUT  1  MHZ f  AND  HAY  KILL  THE  SUPPLY *S  OUTPUT  (DC 


PROCEDURE:  RLMOVC  POWER  SUPPLY  L.  •  F  V ■'.'■K  POi-.ER  SUPPLY  ASSEMBLY. 
REMOVE  TRAN  SOPH  IDlODE  r  IF  ANY  I  THAT  IS  ATTACHED  TO  LEGS  OF  fittl. j 
REMOVE  SRI  FROM  POWER  SUPPLY  BO ALL .  CLEANING  THE  SOLDI*  OFF  THE 
LEGS.  REMOVE  THE  EXISTING  HEAT  SINK  THAT  ;S  ON  THE  BRIDGE  (IF 
AWYJ .  APPLY  HEAT  SINK  COMPOUNI  TO  THE  FLAT  TOP  SURFACE  OF  BRl- 
ATTACH  EK1  TO  THE  NEW  HEAT  SINK,  USING  THE  SCREW  AND  KEPS  NUT, 
ihS  SHOWN  IN  FIGURE  IK  LOOSEN  THE  TWO  REAR  SCREWS  ON  THE 
TRANS FORMER  AND  REMOVE  THE.  TWO  FRONT  SCREWS  ON  THE  TRANSFORMER. 
PLACE  T!  L  HEM  .SINK  UHDUR  THE  TWO  FRONT  F EFT  OF  THE  TRANSFORMER. 
ALIGNING  THE  SCREW  HOLES.  REINSTALL  THE  TWO  FRONT  SCREWS  ON  THE 
TRANSFORMER.  RET  T  G  FI  TEN  THE  TWO  REAP  SCREWS  ON  THE  TRANSFORMER, 

REFER  TO  FI  CURL  2  WHEN  DOING  Till:  FOLLOWING; 

SOLDER  THE  RED  WIRE  IN  THE  OFFSET  HOIt  WERE  THE  BRl  WAS  LOCATED 
l POSITIVE  TERMINAL).  SOLDER  THE  SLACK  WIRE  TO  THE  OPPOSING  HOLE 
[GROUND  TERMINAL)  .  SOLDER  THE  TWO  WHITE  WIRES  TO  THE:  REMAINING 
HOLES  [AC  TERMINALS!,  SOLDER  THE  HANDED  SIDE  OF  THE  TRAM SORB 
(DIODE ,  IF  ANY)  TO  THE  OFFSET  HOLE  ON  THE  BOARD  ( POSITIVE  \  AND 
THE  UNBANDED  SIDE  TO  THE  OPPOSING  HOLE  (GROUND) ,  RESDLDEF  THE 
FI  FUSE  HOLDER  CONNECTIONS  * 


REINSTALL  THE  POWER  SUPPLY  BOARD,  CONNECT  THE  RED  WIRE  TO  THE 
OFFSET  LEG  OF  BRl,  THE  BLACK  WIRE.  TO  THE  OPPOSING  LEG,  AND  THE 
T»0  WHITE  WIRES  TO  THE 


GAI-L:  TCI  CD  LI’  h\.lM ,  7A  ^  ]H/AK 

SUBJECT:  BALI.  STICKS  BETWEEN  HOLE  AND  BAR  IN  ATTRACT  MODE, 
SOLUTION:  REPLACE  EPROM  ICB-23A  OR  ?.P-2  3A  WITH  PROGRAM  UPGRADE, 


LEVEL) t  BUT  WILL  HAVE  A  I  MHZ  A.C.  LEVEL  OF  ABOUT  3-4  VOLTS 
P-P. 


SOLUTION:  REPLACE  Cl 06  WITH  A  LARGER  VALUE  CAPACITOR  FOR 
COMPATIBILITY. 

PARTS  NEEDED:  QUA _ DESCRIPTION _ PART  NO. 

1  CAPACITOR,  IQuI,  2SV  J2-3Q001-1G6 

DISPOSITION  OF  OLD  FARTS :  SC  PAP 

PKncPPtJkF::  IF  THE  MOTOROLA  LM323K  MUST  UK  USED  ,  REPLACE  THE  C1Q6 
ON  THE  GAME  LOGIC  BOARD  WITH  A  lDuf  TANTALUM  ELECTROLYTIC  OR  A 
lOuf  ALUMINUM  ELECTROLYTIC  CAPACITOR ,  Cl 06  tS  PRESENTLY  A  Q.luf 
CAPACITOR.  OBSERVE  POLARITY  WHEN  REPLACING  CIQ6. 


CA HE:  ICE  COLD  BFEE.  ZEK E  1  S  FW 

SUB-JECT : _ ADJUST  I  Nr.  IjOLFJ^nCKrgjWmtCai^^CQPE. 

SOLUTION;  flY  FOLLOWING  THE  IRSTMfCTIONS  BELOW,  THE  SWITCH  TIMING 
SHOULD  U  WITHIN  TOLEJWtCE, 

PARTE  NEEDED:  NOSl 


TAUO 


PROCEDURE: 


BISOtHWECT  THF  WIPES  ON  THE  SWITCH  THAT  NEEDS  ADJUSTMENT. 
REMOVE  W  SUI 7C H  MOUNTING  '.RACKET  WITH  SWITCH  STILL  ATTACHED. 
LOrtEFJr  THE  TUO  SCREWS.  POSITION  THE  SWITCH  SO  THE  SCREWS  APT 
IN  THE  Mt&BLr  OF  THE  HOLES  I1*  ’HF  MOlT  Tjsr.  BRACKET  (SEE  FT  CURE 
IK  TIGHTEN  THE  f CHEWS,  ll^nlYI  THE  HiWlTBC  BRACKET . 
ENSURING  THAT  THE  ACTUATORS  AAF  IS  THE  MIDDLE  OF  TKF  CUT-OUT 
TN  THE  SWITCH  PLATE  PLAYrTM.T  ,  RECONNECT  THF  WIRES  TOi  THE 
SWITCH  ANT  REMOTE  TKF  COVER  GLASS*  PUT  A  CREDIT  ON  TKF  CAME. 
ANT  PUSH  TKF  PLAY  lirTTOS*  PtT  Y0lT(  HAND  OVER  THE  BALL  GATE  TO 
CATCH  THE  BALL  WHEN  IT  COME  *  OLT.  INSERT  THE  BALL  INTO  TliF 
HOLE  OT  THE  SWITCH  YK  JUST  ADJUSTED,  INSURE  THAT  IRC  KALI 
DOES  SOT  WaKC  UP  OS  TIT  SWITCH  AND  THAT  THE  HOST'S  WILL.  TALLY 
PROPERLY. 


FARTS  NEEDED ;  QTY  DESCRIPTION _ PART  MO. 

1  ICB-23A  UPGRADE  EPROM  1 6-00 03 3-22 3 

— - -QR-- — - 

1  ZP-23B  UPGRADE  EPROM  16-00034-223 


DISPOSITION  OF  OLD  FARTS:  RETURN  FOR  CREDIT 


PROCEDURE:  REMOVE  EPROM  1CB-23A  (FOP  ICE  COLD  BEER |  OR  EPROM 
IP-2  3 A  (3EKR+6  PEAK)  AT  LOCATION  U23  OS  THE  GAME  LOGIC  BOARD 
An:  REPLACE  KITH  THE  APPROPRIATE  L'PCJAADU  EPROM.  ICB-23A  FOE 
ICE  CO  LI.  BEER,  OR  AF-23  A  FOR  2EKE‘S  PEAK .  USE  CAPE  WHEN  IN¬ 
STALLING  THE  UPGRADE  EPROM*  WATCHING  FOR  BENT  PI  MS*  AND  DRIEST  INC 
THE  TIN  *1  NOTCH  THE  SAKE  WAY  AS  THE  INDENT  IN  ONE  END  Of  THE 
EPROM  SOCKET. 


CAME:  ICE  COLD  SEEK,  ZEKFJs  PEAK 

SUBJECT:  ^  LUBRICATION  OF  SIDE  (VERTICAL)  "GPIME"  ROPS- 

SOLUTION:  THE  SIDE  FIDOS  ARE  CAUSING  TH>"  TELESCOPING  RnD  TO  MOTE  Up 

AMD  DOWN  ERRATICALLY,  OR  Ifi  A  JERKING  MOTION,  AND  NEED  TO 
BE  LUBRICATED. 

PROCEDURE:  DEFENDING  OS  THE  TVFF  OP  SIDE  RODS.  THE  LlflRlCAVT  RECOMMENDED 

VAEIES*  IF  THE  SI  OF  ROD-:  ARE  STATKLEBS  STEEL,  A  LI  TH IUM-B  A5I H 

CREASE  is  reccmhesded.  ir  the  side  rods  KVT,  CKWME  (NEWER 

GAMES  KAYE  THESE}  THEN  I’SF  A  REGULAR  CREASE  SUCH  AS  BEARING 
OR  AXLE  f KtAVY)  CREASE ,  THE  TELESCOPING  ROD  SHOULD  Bf  ttfSHI- 
CATET  LIGHTLY  V3TF  A  SILICON-RASED  GREASE,  THE  SHEET  METAL 
"ST1FFEKE?.H  VANES  THAT  RIO"  PJlHALFLL  TO  TKF  SI  OF  RODS  (IS  TKF 
REAR  Or  TKF  flAVTTELD)  ALSO  SHOULD  BE  LClRlCATETs  WITH  A 
LlTfllUH-BASED  CREASE, 
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(SgM/MIDWAY 

Came  ik.  m  .man  rin  n  ki  i 

(Shipped  Urtnrr  lam~  h,  19P4  2 

SLJBJECT  LOSS  Ql  COIN  COUNT FR  PUI  ST  WHEN  USING 

SI  AT  IL  MLltk  BOAKl  J  f  AlWKI-^UbS  UWiil 


^  Filr-T,  erhaht  brll  ■■v-r  :  i  ■'  "  v*.rr  th:  l~:  r  tp.v.-fl 

TO  THE  BALL  SATE*  THIS  ALSO  WILL  IHCSEASE  THE  RELIABILITY  OF  THE 

SOyBjQIE. 


modification 

1  Add  1  inch  jumper  on  snider  *ide  ns  t\  is  shown  in  Figure  #1. 


pr^T.irTpss  ADDING  A  IGOGuf  50V  CAPAC3TOFI  TO  POWER  SUPPLY  TO  HELP 
MAINTAIN  CONSISTENT  CURRENT  FOR  SOLENOID  AND  INCREASE  PLUNGER 
TRAVEL. 


FARTS  NEEDED: 

QUA 

DESCRIPTION 

HAFT  NUMBER 

1 

PLUNGES 

61-00317-002 

1 

lOOOuf  6QV  CAP 

12-20001-103 

pRorF.rirRv:-  ADD  THE  CAFICITOF  ACROSS  TI-7  AND  TFfl  ON  THE  POWER 
SUPPLY,  WITH  THE  POSITIVE  TERMINAL  ON  TP  7 .  INVERT  THE  RUBBER 
STOPPER  BUMPER,  FOR  THE  PLUNGER,  SO  THE  LARGF  END  IS  ON  THE 
BOTTOM.  ADJUST  THE  SOLENOID  SO  THE  PLUNGER  HITS  THE  BALL 
SQUARELY  IN  THE  MIDDLE  OF  THE  BALL,  IF  THE  BALL  STILL  WILL 
NOT  TRAVEL  TO  THE  BALL  GATE T  CHANGE  THE  PLUNGER  WITH  THE  NEW 
PLUNGER. 


CAME; 


T  COLD  BEBH^gKP'S  PEAK 


SUBJECT: 


THE  SWITCHER  IN 


K?  APE  IN  A  hatri:-:,  :t  -ti. 


6k  i'b.  sen  si-':  l'inf  "u'Ti.i  '  n* 


y-Vl-  ■■!  1 SHORTED,  T"T 

NOT  BE  REAP ■ 


2.  Disregard  number*  on  lemafe  connects  of  Static  Filler  Board 


CAM F  SPY  \  lU N  f  FR  ■  L  iPRKd  \  \  ft  SM  DOWN! 

sun atCT;  LOGIC  HOARD  INTEKCHANCINC  HI  IW|  I  N  UPKIQHT  AND 

SIT  DOWN 


SOLUTION t 
PROCEP-  'HR: 


THE  FOLLOWING  U  A  CHART  FOR  THE  SWITCH  MATRIX, 

IF  A  SWITCH  WILL  NO*  WORK,  CKK  rv  THF  OTHER  SWITCHES  OK  THE  SAME 
SENSE  LINE, 


1.  Due  to  a  Conner  [fir  change,  the  logic  I  ward*  are  not  interchangeable 

2.  I  repeat,  the  hoards  are  nor  interchangeable 


SCAW 

SCAN  1 

SCAN! 

SENSED 

START  SWITCH 

HOLE  2 

hole  b 

SES5E1 

COIN  SWITCHES 

HOLE  2 

hole  ? 

SENSED 

BALL  UATI;  SVtTO* 

HOLT  l 

HOLE  10 

SENSE! 

TILT  SWITCHES 

HOLE-  4 

TICKET  TEST  Sk^TfT 

SOSEi 

SERVICE  SWITCH 

WLF  1 

ERRAXP  BALL  Sl-fTTCJ1 

SENSES 

HOPPER  STOP 

HOLE  fr 

NOT  USED 

SFNSP6 

HuppEF  mrire 
(NOT  USED) 

HOLE  7 

NOT  USED 

GAME; 

ICE  CflLD  BEER.  ZEKF'S  PEAK 

SUBJECT; 

LIMIT  SWITCHES  NOT  BEING 

RECOGNIZED  WHEN  BAR  ACTUATES  SWITCH 

SOLUTION; 

THE  FOLLOWING  IS  THE  TROUBLE  5 HOOTING 
FDR  THF.  ABOVE  PROBLEM* 

PROCEDURE  TO  FOLLOW 

SURfLCT  SOUND  IN  ATTRACT  MODI 


1  Switch  setting  located  at  No  «1  switch  (B31  sound  t  Q  Board 

2  When  switch  2  a  ON.  sound  will  ire  provided  in  (he  attract  mode 

l.  When  switch  2  is  OFF,  sound  will  not  Fw  pmv  ided  in  the  altracf  mode 


fxAyh: 

SUBJECT: 

I- 


SPY  HUN1EK,  TAPPER,  &  fiOQT  BEER  TAPPER 


FUSE  CHASTE 

(* 062-90413-0000) 


&  SUPPLY 


Change  fuse  FI  on  power  eutmly  lYom  3/8  amp 
Slow  Blow  to  if 2  Amp  Slow  Blow. 


2,  The  fuse  change  la  also  for  all  MCH  11  gaums 
with  155V1  power  aunpltea, 

GAMF  NFL  FOOT  HAL  L 


PARTS  NEED  EH :  N0SIF. 

PROCEDURE:  AFTER  A  TILT  OR  IF  THE  BALI,  IS  HOT  IN  THE  BALL  GATE  STATION 

AT  THE  START  OF  THE  ATTRACT  MODE  OR  A  CAME.  THF  GAME  WILL 
GO  INTO  A  "LOST  HALL  SEARCH",  THE  LEFT  SIDE  OF  THE  TELESCOPING 
ROD  WILL  GO  IIP  UNTIL  THF  UPPER  LEFT  LIMIT  SVriCH  IS  ACTUATED, 
WHILE  THE  RIGHT  SIDE  WILL  GO  DOWN  UNTIL  THF  LOWER  RECHT  LIMIT 
SWITCH  IS  ACTUATED.  THIW  THE  RIGHT  SIDE  WILL  GO  DP  UNTIL  THE 
UPPER  RIGHT  LIMIT  SWITCH  IS  ACTUATED*  THEN  THE  LEFT  SIDE  WILL 
go  Half  way  down*  then  im  PKlfT  side  will  go  down  until  the 
LOWER  RIGHT  LOUT  SWITCH  ACTUATES,  THEN  THE  LEFT  SIDE  WILL 
GO  ftnvN  UNTIL  THF  LOVER  LEFT  LIMIT  SWITCH  IS  ACTUATED,  THIS 
WILL  HAPPEN  UHTTL  THF.  BALL  GATF  SWITCH  IS  ACTUATED.  IF  A  LIMIT 
SWITCH  IS  ACTUATED,  AND  THE  H0T0F  WILL  SOT  STOP,  IT  MEANS  THAT 
THE  BOARD  IS  HOT  RECOGNISING  TRF  LIMIT  SWITCH*  THIS  COULD  BE 
CAUSED  BY  A  CABLT  OR  A  BDARD  PROBLEM.  TO  ISOLATE  THF  PRO'S  LEM 
MEASURE  THF  VOLTAGR  ON  THE  J1  COKKECTOR  FOR  THE  ASSOCIATED 
SWITCH'S  SIGNAL  GOING  "LOU"  (GROUND)  AS  THE  SWITCH  IS  ACTUATED 
(REFER  TO  FIGURE  31  IN  THE  MANUAL:  I*t*  L  WOT  UP,  *  11  PIS  S). 
IF  IT  IS  "LOW",  THEN  TT  IS  A  BOARD  PROBLEM*  IT  IT  IS  A  "RICH**, 
(+t  VOLTS)  THEN  TT  IS  A  CABLE  OR  A  SWITCH  PROBLEM. 


SUBIECT  DIP  SWITCHES  (iiwufh  top  1.81.B31 


NFL 

OPTION  SWITCH  SETTINGS 


SWITCH  NO  1  AT  h  a  LOCATED  ON  SOUND  VO  PC  BOARD 


GAME  PLAT: 

"l1  MiShlKL  GA-Mt 

3  MINUTE  GA  Uf 
*  MINUTE  &*«£ 

'j  WIN  JTt  DAVi 

sw*1  SWW?  3W*3  SWM  5Wlfc  fWNE  SWA7  4wii«  SW*'J  SWMQ 

OW  ON  NP1  N&T  («r  Rffl 

OFF  ON  USES  IlStD  US FO  UStl) 

ON  Of* 

off  DPF 

-KAGAUE 

ON 

Off 

ATTBiC’i&M  SOUHOS  Of  f 

C?N 

■‘ATTKACHON  SOUHUSi  CAi 

Oft 

«PH5PLAt  rriUl  Of  F 

d'm 

DlSALAV  fTlW£;  tin 

m* 

p»f  EZE  vioeo 

vn 

— ,-.hn 

Off 

SWITCH  NO  3 

AT  OlA  LOCATED  ON  SOUND  I/O  W C  BOAMD  tS  MOT  USED 

■■fACTar*  Riicvvec^c  sr  "T 


GAML  NT  l.  FOOl  MAI  l 


CAMt: 


Nl  L  FOOl  HALL 
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SIJHHICI.  RCA  VIDEODISC  SKIPPING 

1.  Side  one  of  your  Video  Dm-  is  completely  played  through  several 
times  at  Bally  Midway  to  remove  excessive  oil.  (Factory  break-in) 

2  Always  use  side  tine  of  your  VideoDisc  when  inserting  into  a 
VideoDisc  player  in  a  new  game  to  minimize  skipping. 

3.  When  additional  cleaning  is  needed,  unloading  and  loading  the 
Video  Disc  several  times  into  the  player  cleans  both  the  disc  and  stylus. 

4.  When  side  one  is  defective,  use  side  two  and  repeat  steps 
one  and  three. 

j>_  In  thE*  field,  step  one  can  be  done  by  starting  the  game  and  removing 
connector  j-3  on  the  IPU  Hoard.  The  Videolhsc  player  will  now  play 
completely  through.  (No  video  wall  appear  on  screen,} 


SUBIFCT  NFL  PROGRAM  UPDATE  KIT 

1  Due  to  further  enhancements  in  the  "NF-L  football"  program  code, 
this  update  kit  has  been  developed  and  will  be  offered  to  the  operators 
at  no  cost.  The  operators  should  be  notified  to  contact  their  dis¬ 
tributors  to  receive  the  kit.  It  is  easily  installed  and  will  correct  the 
code  errors  found  in  the  current  edition.  These  corrections  are  listed 
on  the  following  page. 

2  All  games  shipped  from  the  factory  before  January  15th  will  need  the 
enhancement  kit 

.3.  The  kit  will  include  six  (b)  PROMS  and  installation  instructions. 

A  Advise  operators  to  follow  the  installation  instructions.  This  is  important! 

NFl  FOOTBALL 

i  !■  ■  ■  ■!'  Mil  ,  III  _1. 

1.  A  htgblv  accurate  rode  for  storing  credits  has  been  implemented,  thus 

eliminating,  the  current  "free  credit  problem 

2.  A  credit  limit  has  been  added,  allowing  no  more  than  20  t  red  its  to  he  stored. 


SUB |F CT :  RCA  V I [ >J  ODISC  PI  AVI  K  SHU  I  DOWN  PROCEDURE 

When  removing  the  disc  from  the  KCA  Video  Disc  Flayer,  the  disc  door 
must  be  closed,  lhe  following  sequence  will  tlose  the  disc  door  anti 
prevent  dust  contamination 

1.  Turn  mam  power  off. 

2.  Disconnect  I?  from  the  IPU  Board-  (This  unleashes  the  player  from 
the  logic,) 

3.  Turn  main  poxver  ore 

4  Press  "Reject "  —  Located  on  front  label  of  player 

i  insert  disc  cover  when  display  reads  '"U  I  Indicating  unload 

ft  After  disc  has  been  removed,  (urn  power  switch  off  (located  on  front  panel 
of  player)  and  wait  momentarily  until  dr  Mir  closes 

7,  Turn  main  power  rift. 

fi.  Replace  D  on  IPU  Board, 

The  player  should  NO!  I>e  allowed  lo  sit  idle  with  the  door  open  for  long 
periods  of  time 

suimcr  VFRTIQM  KOI  1  CONDITION  _WH_FN  ADDlNr.  DISPLAY 

MONITOR  (Slavt1  Monitor  on  Top  ut  ( >ame) 

MODIFICATION 

1  Check  for  proper  wiring  on  monitor  interlace  cable 

2  Change  IPU  Board  ICs  at  location  11  IT  12(  and  1 2D  l  tom  1401ft  to 
4(KvFp,  cAuWMJii/rc-AAMi 

1.  If  needed,  adjrtst  vertical  rolling  with  vertical  roll  fwit. 

SUBIECl  KCA  VI PIT >1)1  SC  PLAYCR 


3.  The  service  credit  switch  located  inside  the  coin  door  is  now  functional. 
(At  livating  this  switch  will  add  credits  without  incrementing  the 
coin  counter.) 

4.  Attractive  "on  screen''  graphics  have  been  added  to  direct  players  to  their 
respet  tive  tontroK  ie.„  "You  Are  I  he  Chargers  On  Offense. 


KE  :  RIVISFD  SLRVICF  Bin.Lt.UN 

t  { )N(J  RNINC  RCA  VllJfOPI SC  PLAYER 

TO  OPERATE  DISC  PLAYER 

- - - REMOVE  SHIPPING  TABS  FIRST  — - - 


5.  The  "One  Player"  game  mode  has  been  enhanced  to  allow  the  player  to  play 
a  greater  variety  of  combinations,  What  this  will  mean  to  the  player  is  a 
more  challenging  play  action  game.  Although  always  starting  the  game  on 
offense,  he  can  now  lose  the  ball  to  the  opposing  team  In  addition,  he  will 
he  playing  either  tor  the  Raiders  or  the  Chargers  depending  on  a  random 
selection  at  the  start  of  a  game. 

ft.  The  "Two  Player’  game  mode  has  been  enhanced  in  respect  to  the  variety 
of  plays  s<MTin  by  both  players.  This  change  provides  a  random  starting 
position  for  eat  h  player  rather  than  the  current  fixed  team  placement 
For  example,  the  left  side  controls  may  start  as  the  Chargers  On  Offense, 
the  Chargers  On  Defense,  the  Raiders  On  Offense,  or  (he  Raiders  On 
Defense  The  same  applies  for  the  right  side  controls. 

7  During  the  man  Lit  at  Uinng  process  of  the  disc,  it  is  lubricated  with  a  very- 
fine  oil  This  is  done  to  reduce  wear  and  extend  the  overall  life  of  the  disc, 
and  stylus  During  this  process,  a  build-up  of  oil  may  form  in  some  areas 
nf  the  disc  As  ti  result,  vnu  may  oc  i  asionaHy  witness  the  stylus  skipping 
over  (hi.1  disc  during  plav  As  the  game  is  played,  this  condition  will  subside. 
Dm1  to  (  badges  fM  and  r* o.  more  of  (he  disc  is  being  used  during  normal 
plav  and  these  <  lunges  will  shorten  the  break- in  time  considerably 

FT  The  "To in  Toss”  has  been  removed  and  replaced  with  a  computer  generated 
graphic  display  di<  biting  who  gets  the  hall  Since  the  disc  will  be  searching 
during  this  recn,  U  will  greatly  redin  e  the  search  lime  once  (he  game 
begins 


A  THE  VIDEO  DISC  COMES  IN  A 
V  SLEEVE  WHICH  IS  MOUNTED  ON 
TOP  OF  THE  PLAYER.  LOOSEN 
TWO  (2)  WING  NUTS  TO 
REMOVE  IT 


Push  Power  Button  to  turn  Player 
'On  "  The  indicator  will  flash  on  the 
Player  s  Digilal  Display 


Enserl  notched  edge  o!  disc  sleeve 
into  Player  slot  at  a  slight  angte  as 
iHusf  rated  Push  the  disc  sleeve 
forward  until  you  feel  the  Play  nr 
mechanism  pul  I  lhe  disc  sleeve  into 
the  slot  l  he  Player  automatically  loads 
the  disc  ami  returns  lhe  empty  sleeve 


Remove  the  sleeve  from  the  Player 
to  start  disc  play 


©DO  NOT  DISCARD  SLEEVE'  DtSC 
CANNOT  BE  REMOVED  WH  HCHJT  IT 


Always  insert  notched  edge  ol  sleeve  into 
VideoDisc  Player  at  a  slight  angle 


TO  REMOVE  DISC  TURN  POWER 
U  OFF  REMOVE  JACK  J3 ON  I.PU 
CARD  I  URN  POWER  ON  PRESS 
REJECT  DtSC  WILL  RETURN  TO 
THE  UNLOAD  POSITION 


£|  TO  USE  OPPOSITE  SIDE  OF  DtSC 
V  OR  N  EW  Dl  SC-  Ft  Ft  NSE  RT  D I  SC  AS 
IN  STEPS  3  AND  A  TURN  POWER 
OFF  PLUG  IN  J3.  TURN  POWER  ON 
GAME  WILL  OPERATE  NORMALLY 


To  remove  the  disc  from  the  Player 
refer  to  steps  3a.ndl  4. 


Dont  attempt  Id  open  disc  sleeve 
OcnT  tran-sFWrl  Player  with  disc  inside 
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ft  S  1  _K  U  H  till  10  fc  ft  t  ft  1.  *  E  ft  H  G  I  ft 
C  o  w  y  £  Hsian  >  i  t 
1  HSUlt  *T  ION  1  H  S  1  P  U  r  1  1  QMS 

The  purr*™  of  this  instruction  sheet  is  to  provide  you 
with  aome  belie  guidelines  for  installing  the  parte  pro¬ 
vided  ip  your  Conversion  Kit, 

tuHH  rnr  potnt  off  to  tic  cm  ■ 


£  p  ft  0  to  5 


hit«wi  $tstc* 


PlOtCiP 


F  0*0*1  LABEL 

LDCMTOn^  on  EPPC**  BOMID  UK 

tCTTOtiS 

EW.WlS  (1C  IS 

1C  1 

MOT  Mitt 

E  P*  -  3*  UC  ?• 

1C  2 

HCt  USED 

IK  JJ 

IC  3 

IC  1* 

LF*-iV?J  <IC  M 

K  h 

K  29 

[Pfl-W’*  {JC  7l 

It  7 

IC  7 

FM-iWJ  lie  hi 

1C  6 

ic  % 

CW-M12  (1C  9i 

JC  9 

IC 

fPfl-Wll  IK  Id 

1C  10 

IC  u. 

FP*  IIC  ini 

H01  U3£fV 

IC  1 

EPP-Hu  t ic  won 

H01  U5E11 

K  I* 

depending  on  whether  your  game  contains  a  HITACHI  or  a 
PIONEER  video  system,  locate  the  EPROMS  listed  in  the 
above  table  for  your  system.  They  are  located  in  the 
indicated  positions  on  your  system’s  KPRCW  BOARD, 

CAREFULLY  remove  the  EPROMS  currently  in  the  indicated 
positions  and  set  them  aside.  Install  the  EPROMS  pr^ 
vidsd  in  your  kit  in  the  positions  you  Just  emptied. 

Locate  and  remove  your  game's  SOUND  BOARD,  Set  it 
aside. 

Install  the  new  SOUND  BOARD  (provided  in  your  Kit)  in 
the  Dosltlc*}  you  removed  the  old  SOUND  BOARD  from. 

REJ*OtfE  your  game’s  header  and  replace  it  with  the  new 
one  provided  in  your  Conversion  Kit. 

Replace  any  other  remaining  mis  cell an sous  items  with 
those  provided  in  your  Conversion  Kit, 

Re-apply  power  to  your  game  and  remove  your  old  Video 
Disc,  Replace  it  with  the  new  Video  Disc  provided  in 
your  Conversion  Kit, 


NftTEt  The  Hitachi  System  and  Pioneer  System  ufla  two 
different  B’ROMS,  Order  the  proper  kit, 

****** ******* *###•*#* ****************** ******** ■+•*•***•** 

This  pew  feature  is  designed  to  help  you  Hje  MINOR 
problems  with  your  games. 

The  information  in  this  issue  was  supplied  by  the 
manufacturers  and  is  reproduced  directly  from  their  ball** 
tins  to  reduce  the  chance  for  error.  Tew  can  be  assured 
that  all  information  we  provide  you  is  as  accurate  as  it 
can  be. 

Please  do  SOT  attempt  to  make  a  repair  unless  you 
knew  what  you  are  doing,  especially  repairs  to  printed- 
circuit  boards  (which  can  be  easily  ruined).  If  you  don't 
know  what  you  are  doing,  calling  a  professional  is  cheap¬ 
er  in  the  long  run  and  will  result  in  more  reliable  opera¬ 
tion  of  your  games*  Down  time  costs  you  money, 

******* ******************************* a****************** 


SPACE  AVAILABLE 


The  ‘  'Sente '  System 

A  lot  has  been  said,  positive  and  negative,  about 
the  new  Sente  Video  Dame  System.  But,  what  is  the  sys¬ 
tem  arid  how  does  it  work! 

An  operator,  wanting  to  add  a  'Sente"  game  to  the 
arcade  or  route,  buys  a  "Game  Frame,"  The  "Frame1*  in¬ 
cludes  the  cabinet,  side  panels  *  monitor,  and  basic 
computer*  The  "Frame"  is  made  of  metal  and  the  side 
panels  of  propylene  skin*  which  is  burn,  impact  and 
stain  resistant.  If  one  of  the  lower  side  panels  is 
damaged,  it  can  be  turned  inside-out  for  a  brand-new 
look*  The  •'Game  Frame"  ie  very  well  constructed  and 
conversions  are  extremely  easy.  The  monitor  can  be 
changed  from  horizontal  to  vertical. 

The  operator  then  goes  to  a  Sente  distributer,  pur¬ 
chases  a  control  panel  (if  necessary)  and  side  graphics 
(optional),  and  "rents'  a  game  cartridge  (called  a  SAC- 
PAC).  The  rental  will  run  around  $20  per  week, 

ANALYSIS  -  When  you  buy  a  regular  game  (kit  Or 
dedicated)  you  are  betting  that  the  game  will  be  popu¬ 
lar  and  will  earn  a  good  incase  over  a  period  of  time. 

If  it  does,  you  win,  and  the  game  has  a  good  resale 
value.  If  it  doesn't,  you  are  the  proud  owner  of  a 
"turkey"  with  little  resale  value.  With  many  games 
lasting  3-6  months)  and  sow?  only  2-4  weeks),  you  will 
probably  come  out  ahead  with  the  Sente  system  over  the 
long  haul  (considering  the  track  record  of  most  games). 
When  a  game's  revenues  fall  below  your  predetermined 
standards,  return  the  cartridge  and  the  rental  stops. 
Since  some  games  will  do  well  in  some  locations  and  not 
in  others,  you  can  try  EVERY  game,  no  matter  what  it  ie. 
Almost  all  games  will  do  well  the  first  2-4  weeks.  If 
it  dies  withih  that  period,  all  you  paid  was  $40-fi0. 
Sente  loses,  not  you.  If  a  gars  is  a  hit,  you  both  win* 

The  following  comparison  chart  is  based  on  the  pur¬ 
chase  price  of  a  regular  glow  or  rental  of  a  Sente  car¬ 
tridge.  We  have  NOT  taken  into  account  the  resale  value 
of  a  regular  game  because  it  can  vary  widely,  But  you 
should  consider  that  when  you  look  at  the  chart. 


COST  ph*  VE0C 


4  weeks 

1  months 

6  months 

1  Tear 

Sente  SAG 

*  20 

$  20 

$  20 

$  20 

Kit  ($800 

coat)  200 

61 

31 

15 

Dedicated 

($2500)  625 

192 

96 

46 

Dedicated  (tTOOO)  ?50 

231 

115 

50 

The  route  operator  can  { hopefully )  make  arrange¬ 
ments  with  hie  local! cm  that  the  first  $20  of  earnings 
each  week  cone  "off  the  top"  and  then  split  the  remain¬ 
der.  The  net  result  is  that  the  operator  and  the  loca¬ 
tion  split  the  weekly  rental  (each  paying  (10).  An 
operator  with  several  games  on  locatieri  will  find  it 
very  easy  to  "rotate"  games  because  moving  the  cabinet 
is  not  necessary* 

Everyone  owning  a  Sente  System  will  have  to  watch 
earnings  Very  carefully,  and  not  forget  to  turn  in  the 
grog  cartridge  when  earnings  drop  too  low. 

How,  the  rub.  The  games  made  available  MUST  be 
good.  The  first  game,  "Snake  Fit,"  isn't  exactly  a 
smashing  success,  and  their  second  game  "Snack  Attack" 
will  probably  suffer  the  Same  fate  (we  aren't  impressed 
with  it).  For  the  Sente  System  to  work,  they  FIRST  must 
release  a  !OT  game.  Remember  Data  East!  NOTHING  really 
happened  with  their  " cassette  system"  until  "Burger 
Time"  and  then  "Bug'll' Jump. " 

Second,  what  happens  if  Sente  "obsoletes*  the  sys¬ 
tem.  We  aren't  a tying  they  will,  but  you  have  to  con¬ 
sider  it,  especially  if  they  invent  a  better  ays ten. 

Third,  Sente  is  going  to  have  to  release  new  games 
when  they  are  needed,  NOT  on  a  rigid  >4  month  schedule. 
If  ®  game  dies,  an  operator  doesn't  want  an  empty  game 
cabinet.  If  a  game  ia  a  hit  and  doing  well  after  6-9 
months,  I  doubt  that  the  operator  is  going  to  be  very 

continued  on  page  14 


EDITORIAL 

We  hope  you  like  the  improve¬ 
ments  in  this  issue.  We  have  come 
a  long  way  since  our  first  I sene ,  but 
we  still  have  a  long  way  to  go. 

Our  ultimate  goal  Is  to  have  the 
BEST  and  HDST-WIDELY  READ  industry 
newsletter. 

Please  take  a  good  look  at  the 
advert! semen t»  in  this  issue.  Since 
we  are  100$  advertiser  supported, 
these  companies  paid  the  cost  of 
printing  and  mailing  it.  If  they  era 
offering  something  of  Interest  to  you, 
please  give  them  a  call.  Advertisers 
need  results.  If  they  get  them,  they 
will  continue  to  advertise  and  we  can 
bring  you  a  better  and  better  news¬ 
letter  each  month. 

We  would  like  to  hear  from  you!  ! 
Let  as  know  what  you  like  and  dislike 
about  the  publication!  What  would 
you  like  to  see  added!  Deleted?  Row 
can  we  improve  what  we  are  presently 
doing.  All  comments  are  welccese, 

TO  POTENTIAL  ADVERTISERS:  Free 
distribution  is  limited  to  arcade  and 
route  operators ,  distributors,  and 
game  manufacturers  within  our  circu¬ 
lation  area,  which  will  be  expanding 
soon.  All  others  MUST  subscribe. 

That  makes  our  distribution  for  the 
above  categories  in  eat  cess  of  95$*  the 
highest  in  the  Industry,  In  contrast, 
circulation  of  Play  Meter  to  the  above 
categories  is  less  than  65$*,  And,  we 
reach  many  operators  and,  distributors 
who  don't  receive  ether  publications. 
Advertise  today. 


*  Flay  Meter  -  November,  1983* 


Check  us  out,  America!!! 
THE  WINNERS 

AT  GREAT  PRICES! 

WE  CAN  HELP  YOU  TO  SURVIVE! 


NEW 

' 

RECONDITIONED 

K.A.C.H.  3  Cu/r>  _ 

i  £695 

Foie  position 

2095 

Cliff  Hanger. , 

2395 

Galaga, ,4,,..., 

1295  1 

As  trap  Belt . . 

2495 

Moon  Patrol, . , , , * . 

875  1 

S^nce  Ace . 

2995 

Ms,  Pac-Man. . , . . * , . . , *  * 

995 

Manor  HavOC............ 

2495 

Track  &  Field .,,..44.*. 

2095 

Tapper,  »tiT,,rTri 

2495 

Sinistar, *.  4 ..... . . 

795  1 

Crossbow. . . 

3395 

Star  i^ars ,,,,  ,4 

1395 

NFL  Football 

2695 

J  Oust,  . . .  ,4.4 

595  1 

Firef  an . ,.,,,,. 

4195 

Centipede  . . . 

795 

10-Yard  Fieht, 

2495 

Millipede, . . ,  „ , . . 

1295 

Ice  Cold  Beer. .  ,...**  * 

1395 

J ungle  Hunt, . . . 

695 

VS  Systems  (Nintendo). 

2795 

Front  Line, . 

995  | 

Crve  tfll  R  as  ties ........ 

1495 

Q-Bert , *  4 ,,,,,,,,  44,,. , 

1195 

Birdie  KIue  II. ....... 

2495 

Time  Pilot. .,.,..4.4444 

995 

Punchout, + 

3195 

Fax  (elegante), . *.,4, . 

1195 

DRAGON'S  LAIR,,*, . 

1995 

1  KITS— WE  SELL  THE  WINNERS 

SHIP  THE  SAME  DAY  U.P.S.  C.O.D. 

Space  Ace,  * . . 

.t  995 

Champion  Baseball, 

645 

(including  new  1000) 

.  1795 

Mr,  Do's  Castle,,,..,,, 

695 

Time  Pilot  '84, . 

•545 

Marvin re  Maze . . 

695 

Pole  Position  II, 4.4,* 

.  795 

Gyruss , , , . 

565 

Cloak  &  Dagger, . 

-  795 

Intrepid 

695 

Mario  Bros, , , 

.  6*5 

Fanner, . . . . . . . 

675 

Donkey  Kong  III. 

.  695 

Mega  Zonft . . 

745 

FI  p  v  d  t.nr  ict.i  nrt ....... 

745 

Pac-Mart  Jr,  , 

975 

Friar-!  run  ...  .  . . 

825 

Super  Glob, 

325 

Interspace  Video 


In  California: 
U.S.A.  Toll-Free: 


(916)  386-0100 
(800)  221-7088 


back  issues,  samples,  issues  mot  received,  etc. 

Copies  of  our  nrvs letter  are  available  for  41,50 
each.  This  includes  back  issues ,  samples,  and  issues 
not  received  due  tc  change  Of  address,  mail  delivery 
problems  or  other  reasons,  The  ONLY  hfreew  copies  are 
those  that  are  part  of  our  *bulk-rateh  mailing,  Much 
as  we  would  like  to  provide  these  copies  free,  we  just 
□grunt  do  It. 


PUNCH -OUT  (continued) 

out  boxing,  Available  as  an  upright. 

CONTROLS  -  Has  a  4-way  joystick.  Up  and  down  deter¬ 
mines  the  position  of  your  boxer1  s  hands  to  guard  against 
the  cshanrte  punches.  Left  and  right  positions  allow  you 
to  "dodge"  blows.  The  guard  positions  are  also  used  to¬ 
gether  with  a  "left  blow"  and  a  "right  blow*  button  to 
dace  your  blcwr  in  the  desired  dace.,  head  or  body. 

There  is  a  "K.O.11  button  which  will  be  explained  later. 

GAME  ACTION  -  Two  boxers  enter  the  ring,  the  cham¬ 
pion  and  you.  Your  god  is  to  knock  out  the  champ  before 
he  does  it  to  you*  or  before  the  3-minute  round  is  over* 
Has  2  monitors,  the  uptjer  one  providing  the  game  statis¬ 
tics,  and  lower  ore  the  action.  The  respective  boxer's 
power  levels  are  constantly  changing  up  and  down,  de¬ 
pending  on  the  skill  of  the  player.  Receiving  punches 
reduces  the  power  level,  successful  punches  and  blocks 
increases  the  cower  level.  The  higher  your  power,  the 
stronger  your  punches  will  be.  A  status  meter  shows  who 
has  the  advantage  at  any  given  time.  When  either  boxer's 
power  level  goes  all  the  way  down,  a  K.O.  can  be  made 
against  the  vulnerable  boxer.  When  the  champ  is  in  that 
condition,  a  "K.  0."  flashes  on  the  screen.  If  you  are 
successful  in  K.  O.ing  the  charm  within  the  allotted 
time,  the  referee  counts  to  10  and  you  prepare  to  face 
another  more  difficult  opponent.  If  the  champ  TC  *  0.  ‘s 
you  or  the  time  runs  out,  the  game  is  over.  As  you  play* 
a  bonus  timer  counts  down.  The  faster  the  K,  0,,  the 
more  bonus  points  awarded. 

ORIGIN AUTT  -  Another  sports  oriented  game,  when 
will  it  end.  The  first  boxing  game.  The  statistics  on 
a  separate  screen  allows  more  area  for  game  play.  (6) 

GRAPHICS  -  Plsy field  was  not  too  colorful,  but 
player  detail  was  good.  The  crowd  has  reasonable  de¬ 
tail*  moved*  and  even  had  camera  flashes*  but  the  color 
was  3  shades  Df  blue  {however,  we  do  not  consider  this  a 
negative  because  more  color  would  interfere  with  the 
game  clay).  (3) 

SOUNB  -  Quality  was  good  and  nothing  was  left  out. 
Sounds  included  arm oun cement  of  champion  player*  live* 
action  commentary  (left*  right,  body  blow*  etc.)*  and 


crowd  sounds,  (7) 

OPINION  -  It  looks  like  Nintendo  has  another  hit  on 
itfs  hand-s.  The  controls  are  easy  to  use  and  understand, 
even  for  someone  not  familiar  with  boxing,  It  is  easy  to 
hit  the  champ  (relatively)  but  difficult  to  tell  where 
the  champ  will  hit  next  (as  it  should  be).  Statistics 
are  easy  to  read  and  understand.  The  screen  announcing 
the  champ ‘5  statistics;  at  the  3 tart  of  each  round  does 
not  Btay  on  the  screen  along  enough  to  read  except  for 
a  speed  reader  (who  tests  this  type  of  thing  anyway?). 
OVERALL  RATIKG  -  (8) 

EARNINGS  POTENTIAL  -  (8)  even  with  the  higher  price. 


SENTE  ( continued ) 

receptive  to  a  new  game,  especially  if  he  has  to  make  a 
choice  between  the  two.  Sente  will  have  to  closely  moni- 
tor  the  number  of  cartridges  out  on  location  and  survey 
the  operator1 fi  in coma. 

Ve  have  tried  to  be  objective  in  this  article,  giv¬ 
ing  you  both  the  pluses  and  the  minuses.  Now,  it *6  up 
to  you  to  decide  what!s  best  for  you,  We  wish  Sente  the 
best  of  luck  with  their  new  system. 


IMPORTANT  NOTE  TO  ADVERTISERS; 

>Je  have  wade  several  changes  in 
advertising  deadlines  and  in  the  cost 
of  ads  under  \(b  page.  Please  be  sure 
to  use  the  rate  schedule  in  this 
issue  if  you  are  advertising  in  the 
Regional  Classifieds,  National  adver¬ 
tisers  should  contact  us  for  rates* 


DRAGON’S  LAIR! 


SINGLE  COIN  ADAPTOR  * 

*  EASY  ATTACHMENT 

Or  * 


★  NO  CUT  TRACES 
★  DOES  NOT  AFFECT  EXISTING  CIRCUIT 


ONLY  $39.95 


GOLDEN  DIGITAL  SERVICE 

2117-C  INDUSTRIAL  COURT 

VISTA,  CA  (619)  727-1860  92083 
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The  Conversion  Kit  with  a  Mission 


Vanguard  II  defends  the  pfanet 
from  attack  by  an  alien  space  plat¬ 
form  protected  by  enemy  spacecraft. 

The  fi rebutton  handles  air-to-air 
combat  but  it  takes  the  missile 
button  to  destroy  the  space  platform 
continually  moving  below. 

Spectacular  graphics  bring 
a  new  dimension  to  this  futuristic 
space  game. 

This  fine  quality  kit  includes  PC 
board,  FCC  radiation  screen,  mar¬ 
quee,  control  panel  and  monitor  over 
lay. ..plus  wiring  harness,  side 
graphics,  eight-way  joystick,  firebut- 
rons,  missile  buttons  and  easy  to 
follow  instructions. 

Complete  upright  games  are  a  iso 
available  from  local  distributors. 

For  further  information  please  con¬ 
tact  John  Rowe  at  SNK  Electronics 
(273)  539-2744. 


3043  KASHiWA  ST.,  TORRANCE.  CALIFORNIA  90505  PHONE  1213)  539-2744  TELEX:  IS2426 
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DISTRIBUTED  BY 


It's  time  to  test  your  skills  on 
the  roils  of  Mr,  Do's  Wild  Hide, 
the  exciting  new  gome  from 
Universal  U.S.A.  Once  again  Mr 
Do  is  out  to  get  to  the  goal 
while  dodging  perilous  runaway 
coasters  and  a  variety  of 
obstacles  on  the  track,  ladders 
are  placed  strategically  along 
the  rails  to  save  Mr.  Do  ond 
speed  him  along  toward  the 
goal— but  even  the  ladders  can 
be  dangerous  when  the 
coasters  speed  by!  Removing 
the  fruit  from  the  ladders 
changes  the  targets  at  the 
goal  and  removing  the 
E.XXR.A.  awards  another  Mr, 
Do.  If  you  can  make  the  goal 
when  the  lucky  diamond 
appears,  you  ore  awarded  o 
replay! 


So  try  your  hand  at  Mr.  Do's 
WildRide  and  feel  the 
excitement  of  escaping 
barreling  coasters  and  dimbing 
the  coaster  rails.  Itrs  an 
expeiience  you  won't  soon 
forget! 


from  ULAlJ  □  HQ3Q11JLJ 

Universes  USA,  Incorporated 

the  company  who  brings  you  "hit  kits: 
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3250  Victor  Street  •  Santa  Clara,  CA  95050  •  Telephone:  406-727-4591 

Toll  Free  Service:  600-506-7543  *  TU:  172  247 


